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Please complete and mail this Product Registration Card right away. 
This will register your warranty and allow us to send you product update 
information, new product announcements, and tips on using the 
TouchWindow and compatible software. | 
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Company or Institution 
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Telephone ( ) | 


Students who will use this product: 
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Copyright Agreement 
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Introduction 


Vocabulary SkillBuilder Series allows students to explore and learn new oral 
vocabulary. The student is presented with a variety of related pictures. When 
selected, the word that names that picture is spoken in human-quality voice. 

_ Students can choose to listen to a word as many times as they desire. Or they 
can be instructed to say or sign the word themselves and then, by selecting 
the vocabulary word, have the lesson speak the word. 


Over 600 words can be learned or reviewed with this collection of eight 
lessons. Grouping or categorizing is modeled through related pictures appear- 
ing on the screen at the same time. 


Conceived and created by Barbara Lippke, a communication disorder 
specialist, these lessons incorporate knowledge and expertise gained in over 
19 years of working with students who are struggling to learn. 

All of the SkillBuilder Series includes high-resolution graphics and human- 
quality speech. While the lessons have been designed to take advantage of 
TouchWindow input, they can also be used with the keyboard or a single 
switch input device. 


Other Edmark Products 
for Early Reading 


Edmark Reading Program 


The Edmark Reading Program has been successfully teaching students to read 
for 20 years. Employing multisensory techniques to teach 300 basic sight 
words and their meanings, the Edmark Reading Program is available in two 
levels in both software and print versions. 


Early Concepts SkillBuilder Series 


The Early Concepts SkillBuilder is a series of eight collections of lessons that 
teach and reinforce early language and pre-reading skills. Using these lessons, 
students can learn and practice over 170 oral vocabulary words from the 
categories color, shape, and objects. They will also learn the concepts of find, 
match, group inclusion and group exclusion. The eight lessons include 
Touch It, Find It, What Goes?, What's Up, What's the Difference?, Listen 
and Uh-oh! 


Communication Board SkillBuilder 


This lesson sequence introduces students to the use of and practice with 
communication boards. Progressively more complex communication boards 
are presented in both vertical and horizontal formats. This product can be 
used to determine the most appropriate type of communication board format 
for an individual student or as a template for communication boards that can 


be created with Edmark LessonMaker. 








System Requirements 


¢ Apple II series computer, minimum 128K 
¢ One 514" disk drive 

¢ Color monitor 

¢ Echo Speech Processor 


¢ (Optional) TouchWindow or single switch 


Replacement Policy — 


Edmark Corporation will replace defective disks, free of charge, if they are — 
returned within one year of purchase. 

Should you discover a defect in the SkillBuilder disk within the one year 
watranty period, return it to Edmark Corporation, P.O. Box 3218, Redmond, 
WA 98073-3218. Please send proof of purchase with the defective product. 
(There is a replacement charge of $10.00, plus applicable sales tax, and 
shipping and handling charges, for products replaced beyond the 
warranty period.) 








License Agreement 


1. Grant of License. In consideration of payment of the LICENSE fee, which 
is a part of the price you paid for this product, Edmark Corporation, as 
LICENSOR, grants to you, the LICENSEE, a nonexclusive world-wide 
right to: 


(A) Use the program (SOFTWARE) ona single computer (ie., with a 
single CPU) at a single location. If the single computer on which you 
use the program is a multiuser system, the License covers all users on 
that single system; and 


(B) Copy the program into any machine-readable or printed form for 
backup or modification. purposes only in support of such use. 


2. Ownership of Software. As the Licensee, you own the magnetic or other 
physical media on which the Software is originally or subsequently recorded 
or fixed, but Edmark retains title and ownership of the Software recorded on 
the original disk copy and all subsequent copies of the Software regardless of 
the form or media in or on which the original and other copies may exist. 
This License is not a sale of the original Software or any copy. 


3. Termination. This License is effective until terminated by Edmark. This 
License will terminate automatically without notice from Edmark if you fail 
to comply with any provision of this License. Upon termination you shall 
destroy the written materials and all copies of the Software, including 
modified copies, if any. 


4. Update Policy. Edmark may create, from time to time, updated versions of 
the Software. At its option, Edmark will make such updates available to the 
Licensees who have paid an update fee, if any, and returned the Registration 
Card to Edmark. 


5. Governing Law. This License Agreement is to be governed by, and inter- 
preted in accordance with, the laws of the State of Washington and the 
United States of America. 


TouchWindow Compatibility 


This series was designed by educators to take full advantage of the 
TouchWindow, a low-cost, easy-to-install touch screen which can be 
attached to your computer monitor. The TouchWindow allows students 

to touch the screen, thereby interacting directly with the learning material. 


The TouchWindow may also be used as a large scanning switch on the 
screen, on the student’s lap, or on the desktop. (See Scanning, Appendix B, 
for more information about scanning functions.) 


RESEARCH NOTE: A recent study has shown that, when using 

the TouchWindow, both developmentally delayed and non-delayed 
kindergarten students took less time for task completion and exhibited 
superior task performance. 


(Reference: Journal of Special Education Technology; Volume X, 
Number 1, Fall 1989.) 





Edmark LessonMaker: 


Customizing Lesson Content 


Any lesson in this series may be customized using Edmark LessonMaker, an 
authoring program available from Edmark Corporation. Edmark LessonMaker 
is a program that allows teachers to create pre-reading, early reading, and 
language development software lessons with sound, graphics, and interaction. 
Apple W orks-like menus guide the teacher through simple design and 
content options. 

Because the SkillBuilder Series was created using Edmark LessonMaker, you 
can use the editing features of this authoring program to shorten a lesson, 
lengthen a lesson, or add new content relevant to the student’s school or 
home experiences. 

Edmark LessonMaker is available from Edmark Corporation. Please write 
or call for more information. 


Suggested Classroom Use 


Working Independently 


The Vocabulary SkillBuilder Series is designed to allow students to work 
independently with the computer. Simple directions, “spoken” by the 
computer through the speech processor, cue and reinforce your student as he 
or she progresses through the lesson. When your student responds to the 
spoken prompts by selecting an answer, the lessons give the student appro- 
priate feedback. 


Students can choose to listen to a word as many times as they desire. Or 
they can be instructed to say or sign the word themselves. Then, by selecting 
the vocabulary word, the lesson speaks the word. 


One-To-One Teaching 


The lessons are also well-suited for use in one-to-one teaching, either to 
make sure the student understands how to proceed, or to extend the learning 
to other real-life and school situations. For instance, while on the main menu 
screen containing grooming, the student can be asked to think of grooming 
items. Then, by selecting the grooming picture, the student will see objects 
that relate to grooming. The student can confirm and add to the list they 
generated. 


Class Presentation 


Using the Vocabulary SkillBuilder in a class presentation can be quite 
effective. In this case, let the students take turns coming to the computer 
and selecting pictures. You can also use whole-class presentation to familiar- 
ize students with how to interact with the lesson disk before they begin to 
work individually. 


Cooperative Learning 


Working in peer pairs or in peer-tutor pairs can be beneficial for those 
students who learn best with illustration from a peer. Taking turns is an 
important part of this learning procedure and you should monitor activity at 
the beginning of the session to make sure both students have equal opportu- 
nity to learn the routine. 








Getting Started 
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Make Backup Copies of Your Disks 

Before you use the disks, make a backup copy of both sides of the disks. 
To make backups, use the Duplicate A Disk option on the ProDOS 

System Utilities disk that came with your computer, or use any other 

commercially available disk duplication program. Then store your original 

disks in a safe place and use only the newly-created working copies. 


Check your Echo Speech Processor 

Before you start using the program, make sure that you have installed your 
Echo Speech Processor properly. (If you are using an Apple Ile or IIGs, you 
should use Slot 4 for the Echo Speech Processor card.) 


Attach Touch Window (optional) 
If you are using a TouchWindow, connect it according to the guidelines in 


your TouchWindow Owner's Manual. 
Important: If you are not using a TouchWindow, be sure that no other 


_devices are connected to the game port. 


Insert the LessonStarter 

Select the disk with the lesson you want your student to use. All disks have 
LessonStarter on Side A and a particular lesson on Side B. Insert the disk 
into the disk drive with the Side A, LessonStarter label facing up. Close the 
door to the disk drive. Turn on the monitor; then turn on your computer. (If 
your computer is already on, hold down the Control, Open-Apple G, and 
Reset keys simultaneously, and then release them. This will re-start your 
computer.) 


The first screen you see is the LessonStarter title screen accompanied by a 
spoken introduction. (If you do not hear the spoken introduction, check to 
see that your speech processor has been properly installed and that the 
volume control is turned up.) The program automatically advances from the 
title screen to the credits screen. Press the RETURN key to continue. 


Using This Program with a TouchWindow 

If your TouchWindow is properly connected, the program displays the 
calibration screen. A “target” (labeled Touch here ) is displayed. Touch the 
target accurately and purposefully. Calibration works best if you avoid light 
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and inaccurate touches. When you successfully touch the first target, you are 
presented with a second target in the lower right-hand corner of the screen. 
Successfully touching this target takes you to the next screen, which asks you 
to insert a lesson data disk. 


If you have a TouchWindow connected, but the program does not display 
the calibration screen, turn off the computer and check to see that your 
TouchWindow is properly connected. Then re-start your computer. 


TIP: Touching the calibration targets carelessly may result in an error 
message. If you see such a message, simply press the RETURN key to 
try again. (Pressing the ESCAPE key at this point bypasses the calibra- 
tion procedure altogether, and the program operates as though the 
TouchWindow is not connected.) 


Using This Program Without a TouchWindow 
If you are not using a TouchWindow, the program displays a screen that asks 
you to insert a lesson disk. 


Important: If the calibration screen is displayed and no TouchWindow is 
connected, you probably have some other device connected to the joystick 
port that acts like a TouchWindow. Turn off your computer and check 
to see that no devices are connected to the game port. Then turn your 
computer back on. 


Insert the Lesson Disk 

Remove the LessonStarter disk from the disk drive and turn it over so that 
Side B, with the lesson you would like to run, is facing up. Then insert the 
disk into the drive. Press the RETURN key to start the lesson—or touch the 
screen if you're using the TouchWindow. 











Using the Program 


Student Input 


The student can use either a TouchWindow, the keyboard or a scanning 
switch as an input device. Here’s how to access the program in each case: 


TouchWindow : 
The student should touch the appropriate box on the screen. 


Keyboard 
The student should use the directional arrow keys to move the cursor to the 
appropriate box and then press the RETURN key to activate the selection. 


Single Switch 

The left TouchWindow button, the entire TouchWindow, the keyboard’s 
Open-Apple key G, or a special single switch can be used to select a box in 
the scanning mode. A variety of scanning options are available. Refer to 
Scanning, Appendix B for details. 


NOTE: When you receive your disk, it will be set to use the 
TouchWindow. The system will automatically change the setting to 
keyboard if no TouchWindow is attached. If you want to set the 
computer to use a scanning switch, or use a keyboard when another 
device is plugged into the game port, you can set the input device 
manually. (Use the Lesson Setup Options feature on the 
LESSONSTARTER MENU described in Appendix A.) 


Getting Around Vocabulary SkillBuilder Series Lessons 


Vocabulary SkillBuilder lessons are built to be exploratory. Students can take 
a variety of paths through the material to view all of the pictures and words 
available to learn. 

The first screen viewed in each lesson is called the main menu screen. 
The student should be directed to select any one of the pictures on the main 
menu screen. The word naming that object or category will be spoken and a 
new screen will appear with objects that belong to that category. Selecting 
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Using the Program 


one of these pictures may, again, lead to another screen of pictures related to 
that particular object or category. All the pictures on each lesson disk are 
listed in the Program Contents section of this manual. 


The Down Arrow and the Exit graphic allow you or the student to explore 
these different paths or levels. 


Down Arrow Graphic 

A down arrow in the lower right corner of a graphic box indicates that 
selecting that box will take the student to more pictures that are part of 
that category. 


Exit Graphic 

An Exit graphic appears in the lower right box on every screen in a Vocabu- 
lary SkillBuilder lesson (except for the main menu screen). Selecting this box 
will take you to the screen you were previously viewing. 


Teacher Options 
A number of options for how the student views and uses the lesson are 
available to the teacher before, during or after running a lesson. These 


options are available from the LESSONSTARTER MENU and are 
described in Appendix A. 
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Program. Contents 


This Program Contents describes in detail the vocabulary introduced in each 
of the eight Vocabulary SkillBuilder lessons below. In each lesson description, 
the first paragraph lists the general categories introduced on the lesson's main 
menu. Subsequent paragraphs list the words included under each of these 
general categories. 


Clothing & Body Parts 


Clothing and Body Parts lessons contain pictures and vocabulary related to 
getting dressed and personal hygiene. The main menu screen for the Clothing 
and Body Parts disk contains clothing, outside clothes, get dressed, things for 
personal care, body parts, and clothing care. 


When clothing is selected, the word "clothing" is spoken and the program 
goes to the screen with men's clothes, women's clothes, drawer, closet, and put on. 
When selected, each of those pictures speak the word and go to a new screen 
with related clothes items. Men's clothes goes to the screen with shirt, pants, 
shorts, tie, suit, dress shoe, belt, and coat. Women's clothes goes to the screen with 
dress, skirt, blouse, hat, coat, pants, purse, and jewelry. Closet goes to the screen 
with items likely to be hung in a closet: coat, dress, shoe, pants, and shirt. 
Drawer goes to the screen with items likely to be found in a drawer; socks, 
pajamas, underwear, shorts, and belt. 

Selecting outside clothes will bring up a screen with clothing items worn 
outside. Gloves, hat, mitten, shoe, socks, boots, umbrella, and coat are the items 
pictured. 

Get dressed brings up items used in getting dressed such as button, zipper, 
and put on. 

The things for personal care picture on the main menu screen goes to the 
screen with items needed in personal hygiene: brush, comb, shaver, toothbrush, 
toothpaste, hair dryer, towel, and soap. 

Body parts brings up pictures of an arm, hand, finger, leg, foot, toe, head parts, 
and trunk. Head parts displays all the parts of the head: ear, face, eye, mouth, 
nose, teeth, hair, and neck. 

Clothing care displays thread, sewing, put away, washer, eR iron, wet, 
and dry. 
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Program Contents 


Household Furniture & Tools 


Household Furniture and Tools contains furniture and typical household item 
vocabulary as well as vocabulary that names the rooms in which these items 
will most likely be located. The main menu screen includes bathroom, 
bedroom, kitchen, workroom, living room, and yard. 


The bathroom picture goes to the screen with items found in the bath- 
room: bath, sink, toilet, comb, mirror, brush, toothbrush, and toothpaste. Bath goes 
on to related vocabulary words: bathtub, towel, shower, soap, and water. 


Bedroom goes to pictures of items found in a bedroom: blanket, bed, pillow, 
clock, radio, light, window, and door. 

The kitchen picture from the main menu screen goes to the kitchen screen 
which includes: microwave, stove, refrigerator, sink, freezer, table, chair, and a 
laundry room. The laundry room picture goes to a screen with items which 
might be located in this room: washer, dryer, sewing , duster, broom, dustpan, 
iron, and vacuum. 


Selecting workroom leads to a screen that includes tools found in the 
workroom: hammer, saw, screwdriver, nail, ladder, screw, wrench, and drill. 


From the main menu screen, living room goes to the screen with those 
items often found in a living room: chair, fireplace, couch, family room, and 
newspaper. Family room branches to a screen containing electronic devices 
found in the room: remote control, TV, VCR, telephone, and stereo. 


The yard picture goes to things connected with a yard: shovel, wheelbarrow, 
rake, garbage can, mower, tree, swing, and a slide. 


Food & Eating 


The main menu of Food and Eating includes: things to eat, things to drink, 
school, things on the table, things in the kitchen, and grocery store. 


When the things to eat picture on the menu screen is selected, it goes to a 
screen containing groups of foods: fruit, vegetables, breads and cereals, dairy 
foods, meat and eggs, and desserts. When fruit is selected, a screen appears that 
contains: apple, orange, pear, banana, grapes, watermelon, strawberry, and 
pineapple. When vegetables is selected, it will bring up a screen that contains: 
carrot, celery, lettuce, beans, com, potato, peas, and salad. The breads and cereals 
screen contains: muffin, bread, pancakes, cereal, and popcorn. The dairy foods 
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Program Contents 


screen contains: milk, butter, cheese, yogurt, and ice cream. The meat and eggs 
screen contains: hamburger, sandwich, hot dog, turkey, egg, fish, taco, and pizza. 
The desserts group contains: ice cream, popsicle, sundae, pie, cake, candy, cookie, 
and popcorn. 


Things to drink contains: milk, juice, water, pop, and coffee. 

School goes to food and related items found in a school. Lunchbox, milk, 
lunchroom, sandwich, celery, apple, grapes, and cookie are the pictured items. 

Things on the table contain: knife, fork, and spoon, plate, napkin, cup, bowl, 
glass, placemat, and straw. 


Things in the kitchen contains: refrigerator, stove, sink, pans, and microwave. 


Selecting grocery store will go to a screen of items found in a store such as a 
picture of a grocery cart and grocery bag as well as various items commonly 
found in a grocery store such as soap, meat, fruit, bread, milk, and vegetables. 


Toys & Things 

Toys and Things contains pictures of a variety of toys, places the student 
would most likely use the toy, verbs associated with toys, and feelings that go 
along with playing with those toys. The main menu screen includes: toys at 
home, things at school, toys at the park, actions, toys that go, and feelings. 


Toys at home contains items such as block, bubbles, balloon, picture, ball, 
cards, doll, and teddy bear. 


Things at school contains: things in a library, things in a desk, music, puzzle, 
game, globe, computer, and diskette. The things in a library box goes to another 
screen that contains: book, newspaper, magazine, tapes, and movies. The things 
in a desk box goes to a screen that contains student items commonly found 
inside of desks: crayons, pencil, chalk, paste, paper, scissors, eraser, and pen. 
Music goes to a screen that contains items such as: horn, drum, guitar, piano, 
sing, xylophone, record player, and tape recorder. 


Toys at the park contains these items: bike, kite, tricycle, soccer, pool, swing, 
roller skates, and ball. 

Selecting actions goes to the screen with typical play verbs: run, walk, jump, 
hide, play, talk, dance, and swim.. Selecting play will branch again to more 
game-type verbs: catch, throw, kick, race, and ride. 
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Toys that go takes us to a screen that contains: airplane, sailboat, car, truck, 
and train. 


The feelings picture takes you to the emotion vocabulary: happy, sad, mad, 
laugh, and surprise. 


Animals 


Animals contains the names of animals as well as the place the student would 
most likely find that animal. The main menu screen includes: types of animals, 
birds, fish, insects, plants and trees, and dinosaurs. 


Types of animals goes to a screen that contains these categories: farm 
animals, forest animals, water animals, house animals, and zoo animals. Selecting 
farm animals displays: horse, cow, pig, chicken, duck, goose, sheep, and goat. 
Choosing forest animals displays: deer, moose, owl, raccoon, wolf, fox, squirrel, 
and rabbit. Water animals contains: dolphin, frog, whale, alligator, and turtle. 
Selecting house animals goes to a screen containing: cat, dog, mouse, goldfish, 
and tropical fish. Zoo animals contains: elephant, camel, zebra, bear, giraffe, tiger, 
kangaroo, and gorilla. 


Birds advances to a screen that contains: bluebird, eagle, owl, swan, duck, 


goose, turkey, and chicken. 

Fish contains: salmon, angelfish, tropical fish, seahorse, shark, goldfish, octopus, 
and crab. 

Insects contains: butterfly, fly, bee, ants, and spider. 


Plants and trees contains: maple tree, pine tree, palm tree, leaf, plant, cactus, 
flower, and rose. 


Dinosaurs contains: brontosaurus, tyrannosaurus, stegosaurus, and triceratops. 


School 


School contains vocabulary relating to items found in a school setting; people, 
places, items and some basic concepts. The main menu screen includes: things 
in a classroom, people, places at school, shapes, opposites, and actions. 


Selecting things in a classroom goes to the screen that contains: book, chalk, 
clock, things in a desk, and computer. Selecting things in a desk goes one step 
further to display: pencil, paper, eraser, paste, scissors, tape, ruler, and notebook. 
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Program Contents 


Selecting people displays: boy, students, girl, food server, office people, custo- 
dian, nurse, and teacher. 

Selecting places at school displays: office, lunchroom, library, things by the 
street, and playground. Choosing things by the street displays: bike, flag, bus, and 
the signs walk and don't walk. 

Selecting shapes displays: circle, square, rectangle, triangle, and oval. 

Selecting opposites on the main menu screen goes to the screen with four 
selections numbered one through four. Each selection goes to a screen 
- containing pairs of opposites. Opposites 1 displays: left/right, short/long, and 

night/day. Opposites 2 displays: tall/short, over/under, and open/close. Opposites 3 
displays: hard/soft, smooth/rough, and hot/cold. Opposites 4 displays: in/out, on/off, 
and over/under. 

Selecting actions brings up a screen containing: run, walk, stand, play, class 
behavior, jump, push, and pull. Selecting class behavior displays a screen 
showing behaviors in a classroom: read, talk, listen, quiet, and sit. 


Places & Transportation 

Places and Transportation covers vocabulary related to global and local places 
and the transportation devices used to get around them. The main menu 
screen includes: places in the world, places in the city, stores, vehicles, transporta- 
tion, and weather. 

Selecting places in the world from the main menu screen goes to a screen 
which can be used to look at places from home outward and includes: world, 
country, state, city, and countryside. 

Selecting places in the city displays: church, hospital, library, office, park, 
school, homes, and things by the street. Homes displays: castle, farm, house, igloo, 
and cave. Things by the street displays: bridge, statue, bus stop, sign, and building. 

Selecting stores displays: toy store, pet store, clothes store, grocery store, and 
restaurant. 

Selecting vehicles displays: car, bus, truck, motorcycle, and bike. 

Selecting transportation displays: airplane, sailboat, trains, snowmobile, and 
helicopter. Trains goes to engine, boxcar, tanker, and caboose. 

Selecting weather displays: sun, rainbow, cloud, rain, and snow. 
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People, Family & Holidays 
People, Family & Holidays offers "fun" and also "time" vocabulary. The main 
menu screen includes: calendar, seasons, days, holiday, people, and birthday. 


Calendar displays the screen with the 12 months; January through 
December. 


Seasons displays: winter, spring, fall, and summer. Each of these branches to 
the screen with vocabulary typical of that season: winter goes to Christmas, 
New Years, Valentines Day, Hanukkah, snow, fireplace, ski, and sled; spring goes 
to Easter, Mothers Day, Memorial Day, spring showers, May flowers, kite flying, 
and yard work; fall goes to Halloween, Thanksgiving, back to school, clouds, and 
leaf; summer goes to Fourth of July, Fathers Day, summer vacation, sun, park, 
bike, swim, and ice cream. 


Days includes the days of the week; Sunday through Saturday. 


Holiday includes: Valentine's Day, Easter, Fourth of July, Halloween, Thanks- 
giving Day, Christmas, and Hanukkah. Each of the holiday screens goes to a 
screen. containing items relating to the specific holiday. Valentine's Day 
includes: heart, love, and give Valentine's. Easter includes rabbit, basket, and 
Easter egg. Fourth of July includes: fireworks, flag, and United States. Halloween 
includes: witch, pumpkin, broom, cat, and candy. Thanksgiving Day includes: 
turkey, pilgrim, and Thank you. Christmas includes: Santa, sleigh, reindeer, 
family, Christmas tree, present, wreath, and holly. Hanukkah includes: menorah, 
present, candle, family, and toy. 


Selecting people on the main menu screen will bring up various people in 
the community such as: dentist, nurse, doctor, police, mailman, farmer, teacher, 


and bus driver. 


Birthday has pictures of party, cake, present, children, and family. Family, in 
turn, takes you to a screen containing: mother, baby, father, brother, and sister. 
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LessonStarter Menu 


To get to the LessonStarter Menu while running a lesson, simultaneously 
press both buttons on the TouchWindow, or both the Open-Apple G key 
and the Closed-Apple @ key on the keyboard. (If you’re using an Apple IIcs, 
press both the Open-Apple CG and Option keys.) | 

To select an option, use the arrow keys to highlight your choice and 


press RETURN. 


The following options are available: 


¢ Run Current Screen: Runs the lesson from the last screen displayed. 
¢ Run Lesson From Start: Runs the lesson on the LessonData disk from 
beginning to end. 
¢ Lesson Setup Options: Displays a menu of setup options: 
Select Input Device: Lets you choose between TouchWindow, 
scanning, or keyboard. 
Set Scanning Options: Lets you customize scanning in terms of 
speed (rate), tone (pitch), technique (block, linear, or step) and 
progression (automatic or switch, activated). Refer to Scanning, 
Appendix B for specific details on setting these options. 
Load Lesson Disk Setup: Lets you view or change the setup 
options currently stored on a LessonData disk. Once the setup 
is loaded, you can view or change each option by using the 
Lesson Setup Options menu. 
Save Lesson Disk Setup: Lets you save any changes you make to 
the lesson setup configuration. 


¢ Load A New Screen: Loads any screen from your LessonData disk. 
(To use the screen, select Run Current Screen.) This option is useful for 
skipping to a particular screen in a multi-screen lesson. 

¢ Calibrate TouchWindow: Allows you to re-calibrate your 
Touch Window if it is registering touches inaccurately. 
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Scanning 


Single Switch Input 

You and your students can run Edmark LessonMaker lessons using single 
switch scanning for input, and there are three ways to use the scanning 
feature. You may use the entire touch surface of the TouchWindow, just the 
left button of the TouchWindow, or the Open-Apple G key on your key- 
board to simulate a single scanning switch. Or you may connect a special 
scanning switch as described later in this appendix. 


The program only recognizes input from a single switch device when 
Scanning has been selected from the SELECT INPUT DEVICE MENU 
which is part of the LESSON SETUP OPTIONS MENU described in 
Appendix A. 


TIP: If you plan to use the TouchWindow as a scanning switch, remove 
it from the monitor, but leave it plugged in. That way, the students 
won't confuse touching the TouchWindow with touching the picture 
of an object. 


Scanning Feature Options 

Use Set Scanning Options in the LESSON SETUP OPTIONS MENU 
(described in Appendix A) to adjust the speed, tone, technique and progres- 
sion of the scanning. 


Scan Speed 

Allows you to control the rate at which the cursor steps through a screen. To 
set the speed, enter a number from 0 to 20, where 0 is very slow and 20 is 
very fast. To change the setting, press the delete key to remove the old entry, 
then type a new number and press RETURN to accept it. 


NOTE: Once you are in the scanning mode, you may press the (+) 
plus key or the (-) minus key to increase or decrease the speed of 
scanning. 


Scan Tone 
Allows you to control the pitch of the audible scan tone. To set the tone, 
enter a number between 0 and 40, where 0 is no sound, | is a low pitch, and 
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40 is a high pitch. To change the setting, press the delete key to remove the 
old entry, and then type a new number and press RETURN to accept it. This 
sound will be heard every time the scanning box moves to a new item. 


Scan Technique 
Displays a menu of three different scanning techniques that are described 
below. Highlight the option of your choice, and then press the RETURN key 


to activate your selection. 


¢ Block Scanning. Causes the cursor to step through the rows on a 
screen, highlighting each row until the scanning switch is pressed to 
select a row. Then the cursor steps through the selected row, highlight- 
ing each box in the row. The scan tone will change as the cursor steps 
through the row. Pressing the switch again will select the box that is 
currently highlighted. 

If a box is not selected after three passes through the row, the cursor 
will. go back to scanning entire rows. 

¢ Linear Scanning. Causes the cursor to step sequentially through every 
available box on a screen. Pressing the scanning switch will select the 
item that is currently highlighted. 

¢ Step Scanning. Sets the cursor to move to the next box on a screen 
only when the scanning switch is pressed. Not pressing the switch for a 
given amount of time, determined by the scan speed, will select the 
item that is currently highlighted. 


Scan Progression 
Displays two methods for controlling how the scanning progresses after a 
selection is made. 


Automatic Progression 
Sets scanning to continue automatically after a selection is made. 
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Switch Activated Progression 
Sets the scanning to require a “post-selection” wc ghaccatal after a selection 
has been made, before scanning continues. 


NOTE: Scan Progression has no effect on Step Scanning. It also does 
not have any effect if the selected box branches to a new screen or disk. 


How To Connect A Switch : 

Connecting a single switch to your Apple II series computer allows scanning 
to be used as an alternative input method. You can use any switch that has 
the capability of completing a circuit. Most switches have a one-quarter inch 
phone connector. Switch Adapter cables with the one-quarter inch phone 
connector are available from most adaptive device companies. You also can. 
build your own Switch Adapter Cable. 


Making Your Own Switch Adapter Cable 


NOTE: Edmark Corporation cannot be held liable for any 
equipment damage that might occur as a result of following 
these instructions. 


To make your own cable you need the following equipment: 
¢ DB-9 male connector with a shield 
¢ QOne-quarter-inch female phone connector 
« Two feet of small gauge wire containing two wires 
¢ Soldering iron and some solder. 


Solder both leads on one end of the wire to the two solder points on the 
one-quarter inch mono phone connector. Slip the phone connector cover 
down the wire and tighten. Solder the same leads on the other end of the 
wire to two of the pins on the male DB-9 connector. (One wire should be 
soldered to pin #2 and the other soldered to pin #7.) 


After these wires are in place, assemble the DB-9 connector’s shield. 
You have now built a Switch Adapter Cable. 
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Test this cable before you use it. Turn off the power to your computer and 
plug the new cable into the joystick port. Next, plug your single switch into 
the other end of the Switch Adapter Cable. Place the ProDOS utilities disk 
in the drive, turn on the computer, and exit to BASIC. 

Type NEW to clear all memory. Then type —all on one line —this 
Switch Adapter Cable test program: 


10 VTAB 23:PRINT “Switch O”; MID$(‘“ffn.”, (PEEK (-16287) > 127) 
"21 JO 


Now press RETURN, type RUN, and press RETURN again. 


This program should display Switch Off when it first starts. It should then 
only display Switch On when you activate your switch. If it displays Switch 
On at any time when you are not activating your switch, you most likely have 
a short in your Switch Adapter Cable. 
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Installation on 3'/" Disks 


LessonStarter and SkillBuilder lessons may be installed on a 3'/" disk along 
with LessonStarter. The first step is to use your ProDOS utility disk, or any 
other disk utility program, to copy all the files from the LessonStarter disk to 
a 3'/" disk. Name the 3!/" disk LESSONS. 

After the LessonStarter files have been copied onto LESSONS, copy all 
the files from any single Lessons disk onto that disk. 

You are now ready to start the new LessonStarter program. In Drive 1 of 
your computer, insert the 3'/2" disk. Turn on your computer. 
If you are using an Apple IIGs and your computer attempts to load from 
the 5'/4" disk drive, you may want to modify your computer’s Control Panel. 
Here’s what to do. Simultaneously hold down and release the Control, 
Open-Apple G3, and ESCAPE keys. Now select the Control Panel option, 
then the Slots option. Highlight Startup Slot and press the left or right arrow 
keys until you see a 5 as the Startup Slot. Press the RETURN key. Now 
restart your computer by simultaneously holding down and releasing the 
Control, Open-Apple G, and Reset keys. 

When properly started, the program will work as described in the Getting 
Started section of this manual. 
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Adaptive Firmware Card” 


Edmark LessonMaker also will work with an Adaptive Firmware Card (AFC). 
You may use the built-in scanning in the Edmark LessonMaker or use the 
scanning options available with the AFC. 


Using the LessonMaker Scanning 

If you decide to use the Edmark LessonMaker built-in scanning, select the 
setup called NORMAL. If normal is not an option on your AFC quick-start 
menu, then consult your AFC operator's manual for instructions on installing 
the normal setup. Once Edmark LessonMaker is running you will want to set 
the input method to Scanning in the Lesson Setup options. You now may use 
any of your switches by making sure they are plugged into the SW-1 port on 
your AFC. 


Using the AFC Scanning 

If the Edmark LessonMaker setup is on the list of AFC setups, then select it 
and follow the directions in the Loading the LessonMkr Setup section. If it does 
not appear, you will need to create a custom setup. 


Building a Custom Setup 

Use the AFC manual to follow the steps on how to customize a setup. You 
should first add a new setup with a name of LessonMkr and a description of 
Edmark LessonMaker. The setup should have a simple scan pattern with a 
length of 8. Set What the user sees to “Up Down Right Left Speak.” Set What 
the computer receives to the up arrow key, the down arrow key, the right arrow 
key, the left arrow key and the RETURN key (for Speak). Set the What Next 


option to Quit Scanning. Now save your new setup to disk. 

If the scan window is unreadable while using it with LessonStarter, you 
will need to turn on the Display Fix-It-Kit. This kit appears when you turn on 
the Fix-It-Kit in the AFC special options menu. 


Loading the LessonMkr Setup 
The next step is to load all of the AFC setups that you need into the Quick- 
Start menu. Instructions on how to do this are in the AFC manual. You 


should load the NORMAL setup and the LessonMkr setup. 
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After you have added these two setups to your quick-start menu, turn off 
all power. Now turn on the AFC, insert the LessonStarter disk in the boot 
drive, and then turn on your computer. It will display your list of available 


setups on the AFC Quick Start Menu. 


Select the setup called LessonMkr. Once Edmark LessonMaker is running 
you will want to set the input method to Keyboard in the Lesson Setup 
options (see Appendix A). You now may use any of your switches by making 
sure they are plugged into the SW-1 port on your AFC. 


When the switch is pressed it will display a scan line with the options UP - 
DOWN - LEFT - RIGHT - RETURN. The user may select any of these 


options to move the cursor or select the graphic currently highlighted. 


Changing AFC Setups 

If you decide to change AFC setups while running Edmark LessonMaker, do 

not re-boot. You change the AFC setup by pressing CONTROL-A then a 0 
(zero). This brings up the AFC Quick Start menu. Select a choice and press 
return. This will then re-boot your computer. 

You also will need to change the Edmark LessonMaker input method. If 
you are using the Normal AFC setup, the Edmark LessonMaker input method 
should be Scanning. If you are using any other AFC setup, the Edmark 
LessonMaker input method should be Keyboard. 
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Printing Screens 


To print screens you will need to use a copy of 816 Paint. When you start 816 
Paint you need to select the Paint Standard Hi-Res option from the menu. 
Select mouse as the input device, or Touchpad if you are going to be using 
your TouchWindow as an input device. You can now follow the directions in 
the 816 Paint instruction manual to load and print any Edmark LessonMaker 
screen, just like you would any other graphic. (816 Paint is available through 
Edmark Corporation.) 
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